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Rgo UJizARp EncountEH§ 

The Hall of Hadar 

Most people experience a fear of the dark at some point in their lives. The uncertainty and 
unknown fill us with dread. There is often a fear of something materialising in that void, trying to 
draw you into it. What happens when those fears become a reality? That's what this encounter is all 
about. The players enter a room where they see nothing and must navigate their way to the other 
side to escape. If only it were that easy though. 

This is a straight-forward encounter, but it may confound your players or take some time to 
complete due to the nature of its design. It is strongly recommended that you don't show the 
players the map for this encounter, instead describing it as best you can and perhaps keeping track 
of their position on a printed version of the map. 

Background 

Every greater being has followers, even the more sinister ones. In some places of worship to 
the elder evil Hadar, the link between the material plane and realm space grows ever stronger. 
Hadar's influence can be felt in these places of worship strongest of all. The Dark Hunger has only 
claimed scant few of these rooms for itself but those that encounter them rarely return, and those 
that survive do not return the same. 

Encounter 

As the players approach the room, read or paraphrase the following: 

"As you walk along the corridor, you see grand murals depicting scenes of battle between 
great entities, gods and elementals. A recurring motif on this wall is the use of tentacle-like 
appendages, with no particular source of origin. You also notice that amid the carvings are inlaid 
sections of black stone, perhaps obsidian. 

Ahead of you in the hallway, the tunnel comes to a stop and all you see is black. There is no 
door, no barrier or obstruction, just a solid wall of darkness." _ 

The room ahead is covered in a permanent conjuration of the Hunger of Hadar spell. No 
sight can pierce through this darkness, even a warlock's Devil's Sight, and any creature that steps 
into it is treated as blind. As they enter the darkness, roll a d4 to set as a timer. When the timer 
reaches 0, each creature within it takes 2d6 acid damage as it is impacted by the tentacles, then 
reroll the timer. To enhance the tension in this room, you might like to describe wet or slurping 
noises and wordless whispers echoing through the darkness the round before the timer reaches 0. 

The green squares on the map indicate pit traps. These descend 10 ft., causing ld6 
bludgeoning damage. They are simple enough to get out of though, not requiring a check but using 
double movement. 

The numbered hatches are teleport panels. Whenever a creature steps onto one, roll a d4 to 
determine where they end up. If the number you roll is the number they are currently on, they do 
not move. You can have these teleport panels make a sound to indicate the effect activating if you 
wish to add more intrigue into the room. 

In the centre of the room is a large statue with an idealisation of a humanoid Hadar in 
warlock form, though the players can't see it. If they come into contact with it, perhaps describe it as 
having the feeling of a large humanoid that is cold to the touch. 

Once the players reach the hallway on the opposite side, they are done with this room and 
the effects of the darkness end immediately. 
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